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HISTORY 


The  origin  of  soccer  is  difficult  to  trace  with  accuracy  because 
there  seems  to  be  little  factual  evidence  of  its  beginnings  in  the  form 
of  statues,  paintings,  or  similar  records.    Since  countries  as  widely- 
separated  as  Greece  and  England  have  had  the  origin  of  the  game  attributed 
to  them,  it  is  probable  that  soccer  developed  in  several  localities 
simultaneou  sly . 

The  Romans  played  a  game  called  "Harpastrum"  in  which  the  ball  was 
either  kicked  or  hit  with  the  hand.    They  took  the  game  with  them  when 
they  invaded  England  where  it  acquired  the  name  "football"  because  the 
ball  came  to  be  played  entirely  with  the  feet.    Soccer-football  developed 
as  a  mob  game  most  unlike  the  organized  sport  of  today.    Games  were  played 
by  different  camps  of  soldiers,  between  trade  groups,  and  between  various 
collections  of  townspeople. 

Soccer  in  England  came  to  be  a  great  attraction  for  festival  days 
and  Shrove  Tuesday  became  a  traditional  day  for  soccer  matches.  English 
school  boys  of  12th  century  London  played  Shrovetide  games  in  market 
squares  and  in  the  streets.    Each  school  attached  to  the  great  churches 
of  London  had  its  own  ball  and  games  were  played  that  lasted  throughout 
the  entire  day.    Village  opposed  village,  the  rules  were  few  and  these 
often  totally  ignored.    The  goals  were  far  apart  and  any  number  played 
on  a  side. 

Even  in  the  15th  century,  the  game  was  usually  a  spontaneous  m^lee 
with  goals  pitched  arrpjhere  and  the  ball  anything  that  would  stand  up  to 
the  kicking.    For  these  rough  and  chaotic  games,  there  were  no  rules;  the 
field,  for  -instance,  might  vary  from  30  or  40  yards  to  a  mile  or  so  long. 

In  the  middle  ages,  the  game  was  banned  by  law,  inasmuch  as  it 
interfered  with  military  training  or  because  it  was  too  vigourous.  Despite 
the  law  and  the  objections,  the  game  still  flourished  until  the  year  I860 
when  all  schools  recognized  seme  form  of  soccer  as  their  major  sport.  At 
this  stage,  considerable  difficulty  was  encountered  as  a  result  of  the 
variation  in  rules  in  the  various  schools.    This  problem  was  eventually 
solved  in  1863  when  a  group  of  men,  composed  in  the  main  of  ex-college 
players,  met  in  London  to  create  the  Football  Association.    The  first  duty 
of  this  body  was  to  establish  an  official  code  of  rules  for  regulating  the 
game.    These  rules,  thirteen  in  number,  have  been  modified  from  time  to 
time  until  today,  the  present  rules  are  accepted  the  world  over. 
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Since  1863  the  game  has  had  a  remarkable  groi/fbh.    Today  soccer  is 
played  throughout  the  world  and  teams  travel  by  air  halfway  round  the  globe 
for  international  matches.    Crowds  in  excess  of  100,000  are  ouite  common- 
place in  Britain,  Russia,  and  South  America.    The  International  Federation 
of  Football  Associations,  organized  in  1904,  holds  annual  meetings  and 
governs  play  on  the  international  level. 

In  Canada,  the  earliest  authoritative  record  of  soccer  is  that  of  the 
Montreal  Football  Club,  organized  in  1866,  which  competed  mostly  with  Her 
Majesty's  regiment  quartered  in  that  city.    The  Dominion  Football  Association 
(soccer)  was  formed  in  the  spring  of  1873.    The  playing  of  soccer  has  grown 
in  Canada  at  a  remarkable  rate  since  I960, 


GENERAL  DESCRIPTION  OF  THE  GME 


In  this  game  a  team  of  eleven  men  seek  to  advance  a  round  inflated 
ball  toward  and  between  an  opponent's  goal  posts  and  under  its  crossbar 
by  either  dribbling,  kicking,  striking,  or  pushing  it  with  any  part  of  the 
body  except  arms  and  hands,  goal  keeper  excluded.    A  successful  goal  scores 
one  point. 


OBJECTIVES  ~  mi  PLAY  SOCCER? 


1.  To  improve  physical  fitness, 

2.  To  develop  the  skills  necessary  to  play  soccer. 

3.  To  develop  an  appreciation  for  the  "joy  of  movement"  that  can  be 
derived  from  playing  soccer. 

4.  To  develop  knowledge  and  understanding  of  soccer  as  a  team  game  by 
teaching  offensive  and  defensive  tactics. 

5.  To  learn  the  laws  of  the  game. 

6.  To  understand  the  origin  and  development  of  soccer. 

7.  To  acquaint  students  with  different  types  of  conditioning  and 
warm-ups  necessary  for  participation  in  soccer. 

8.  To  promote  such  social  development  as  co-operation,  self-control, 
sound  judgment,  and  sportsmanship. 
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SOCCER  FIELD  PLAN  —  LOCATION  OF  PLAYERS  AT  START  OF  GAlViE 
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Soccer  Field  Plan  Notes: 

1.  The  goals  shall  be  placed  on  the  center  of  each  goal  line  and 
shall  consist  of  two  upright  posts,  equidistant  from  the  corner 
flags,  with  an  inside  measurement  of  eight  yards  apart.  The 
uprights  shall  be  joined  together  by  a  horizontal  crossbar,  the 
lower  edge  of  which  shall  be  eight  feet  from  the  ground.  The 
width  and  depth  of  the  crossbar  shall  not  exceed  five  inches. 
(So  long  as  these  dimensions  are  not  exceeded,  the  goal  posts 
and  the  crossbar  may  be  square,  rectangular,  round,  half-round 
or  ellipitical  in  shape.) 

2.  The  goalkeeper  must  not  handle  the  ball  outside  the  Penalty 
Area.  For  a  breach  of  this  rule,  a  free  kick  is  awarded  to 
the  attacking  side  from  which  a  goal  may  be  scored. 

3.  The  overall  size  of  the  field  may  vary.    The  size  and  age  of 
the  players  should  be  the  determining  factor.     Officially,  the 
length  of  the  field  should  be  100  to  130  yards  and  the  width 
50  to  100  yards. 

4.  The  width  and  height  of  the  goal  may  be  modified  to  suit 
different  age  groups. 


PLAYERS  EQUIPMENT 


The  usual  equipment  of  a  player  consists  of  shirt,  shorts,  stockings, 
shin  guards,  and  boots,    A  player  shall  not  wear  anything  which  is  dangerous 
to  another  player,  and  for  this  reason,  watches  or  rings  should  not  be  worn. 
The  player  may  wear  glasses  or  spectacles  at  his  own  risk. 

Colors  should  be  such  that  it  is  possible  to  distinguish  between  the 
two  opposing  sides,  with  the  goalkeeper's  jersey  different  from  that  of 
the  other  players. 

Note:    These  general  guidelines  may  be  modified  as  necessary  to  meet 
specific  situations. 


CONDITIONING  AND  TRAINING 


Conditioning  and  training  are  often  used  as  if  they  were  synonjmious 
because  they  are  so  closely  allied.    For  instance,  the  movements  and  drills 
a  student  uses  to  perfect  his  skill  are  also  good  conditioning  exercises. 
Training  for  soccer,  therefore,  has  two  parts:     skill  training  and  fitness 
training. 
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Soccer  is  primarily  a  running  game  in  which  speed  and  agility  are  of 
vital  importance.    Ability  to  change  pace,  break  fast,  and  run  in  short 
bursts  are  basic  to  the  game.    Running  activities  should  form  an  important 
part  of  the  lesson.    The  following  aspects  of  running  should  be  developed: 

1.  Style  and  coordination  of  movement 

2.  Economy  of  effort 

3.  Speed,  especially  in  getting  off  the  mark  from  standing 
or  walking. 

4.  Stamina  and  endurance 

5.  Quick  stepping 

6.  Swerving,  dodging,  and  turning 

7.  Feinting 

8.  Running  backward 

Some  suggested  running  activities: 

1,  Running  laps.    Vary  the  speed:  jog,  slow,  medium,  and  fast 

2,  Wind  sprints.    Use  interval  training,  distance  progressions 
from  25  yaids  to  200  yards,  stops  and  starts,  change  of 
direction,  and  change  of  pace, 

3.  Vary  the  methods  of  moving  ahead  by  having  the  students  run 
sideways  with  a  sliding  action  or  grapevine,  hop  off  one  or 
both  feet,  or  skip, 

4.  Sprint  relays  of  various  distances. 

Physical  fitness  for  soccer  can  be  improved  by  using  conventional 
fitness  training  methods.    Two  examples  are  presented: 

1.       Circuit  training  -  modify  to  suit  the  soccer  situation  and/or 
the  needs  of  the  students. 

Station  1  -  Sprint  shuttle  for  30  yards 
Station  2  -  Jump  to  head  with  two  foot  take-off 
Station  3  -  Sit-ups  with  knees  bent 
Station  4  -  Squat  jumps 

Station  5  -  Soccer  dribble  shuttle  for  30  yards 
Station  6  -  Change  of  direction  sprint  with  change  of  direction 
every  five  yards  for  30  yards  then  return  30  yards. 
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2,        A  warm-up  series  of  exercises.    The    object  of  the  following 
exercises  is  to  provide  a  vigorous  warm-up  which  conditions 
and  gears  the  student  for  the  more  difficult  and  strenuous 
phases  of  actual  play. 

Warm-up  exercises: 

-  Standing  with  feet  apart,  circle  the  arms  vigorously 

-  Standing  with  feet  apart,  alternate  toe  touching 

-  Standing  with  feet  apart,  trunk  bobbing  forward  three  counts 

-  Standing  with  feet  apart,  trunk  rotation  left  and  right 

-  Standing  with  feet  together,  toe  touching 

-  Sitting  with  feet  apart,  trunk  and  head  turning  left  and 
right  \j±th  arms  swinging 

-  Lying  on  back  with  hands  behind  head,  trunk  raising  and 
lowering 

-  Lying  on  back  with  hands  behind  head,  raise  legs  so  heels 
are  six  inches  off  floor  then  cycle  pump  the  legs 

-  Lying  on  back  with  hands  behind  head,  raise  legs  then 
circle  legs  right  and  left  with  the  feet  together 

-  Upper  back  support  position  using  arms  for  stability,  cycle 
legs,  then  alternately  beat  legs  above  and  behind  head, 
repeat  with  legs  together 

-  Lying  on  back  with  knees  bent,  sit -up s 

-  Running  on  the  spot 

SIMPLIFIED  SOCCER  RULES 


1 •        Duration  of  Game  and  Number  of  Players 

Soccer  is  played  with  eleven  men  on  each  side,  in  two  periods 
of  45  minutes  each.    At  the  conclusion  of  each  "half",  the  teams 
reverse  ends.    The  duration  of  the  game  may  be  changed  when  mutually 
agreed  upon. 

2.  Scoring  a  Goal 

A  goal  is  scored  when  the  ball  is  propelled  over  the  goal  line 
between  the  goal  posts  and  under  tte  crossbar  by  any  part  of  the  body 
other  than  the  hands  and  the  arms.    It  may  be  kicked,  headed,  chested, 
etc.,  into  the  goal  net. 

3 .  Handling  the  Ball 

The  ball  must  not  be  handled  by  any  player  other  than  the 
goalkeeper  and  then  only  within  the  penalty  area    as  designated  on 
the  chart. 
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4.  Irxfringements  and  Penalties 

For  hardling  the  ball,  pushing,  striking,  holding,  kicking, 
tripping,  jumping  on,  charging  in  the  back  or  charging  with  undue 
roughness  an  opponent,  a  free  kick  is  awarded,  from  which  a  goal 
may  be  scored. 

5.  Penalty  Kick 

If  a  defending  player  is  guilty  of  any  of  the  above  infringe- 
,  ments  inside  the  penalty  area,  a  penalty  or  free  shot  is  awarded  to 
the  opposing  side.    This  kick  is  taken  from  the  spot  designated  on 
the  chart.    At  the  time  of  the  kick,  players  of  both  teams  are 
located  ten  yards  in  the  rear  of  the  penalty  spot.    Interference  with 
the  kicker  is  not  permissible. 

6.  Corner  Kicks 

Should  a  player  deflect  the  ball  either  by  foot  or  body  behind 
his  own  goal  line,  the  opposing  team  is  awarded  a  corner  kick.  Such 
kicks  are  taken  from  a  spot  within  a  radius  of  one  yard  from  the 
corner  on  the  side  of  which  the  ball  crossed  the  line.    A  goal  may 
be  scored  from  a  corner  kick. 

7.  The  Throw  In 

If,  in  the  course  of  a  game,  the  ball  is  forced  over  one  of  the 
side  or  "touch"  lines,  the  opposing  team  to  that  which  forced  it  out 
of  play,  is  awarded  a  "throw  in". 

S.       The  Off-side  Rule 

A  player  is  on-side  when  there  are  two  opponents  nearer  the  goal 
than  himself  when  the  ball  was  last  played.    One  of  these  players  may 
be  the  goalkeeper.    It  should  be  noted  that  a  player  may  receive  the 
ball  in  what  appears  to  be  an  off-side  position,  but  still  be  on-side 
provided  that  there  were  two  opposing  players  between  him  and  the 
goal  "at  the  time  the  ball  was  last  played".    In  other  words,  if  a 
player  in  an  on-side  position  moves  into  an  off-side  position  after 
the  ball  is  kicked,  he  is  ruled  on-side. 

9.       When  a  Player  is  MOT  Off-side 

A  player  is  not  off-side  from  a  goal  kick,  a  corner  kick,  a 
throw  in,  when  he  is  behind  the  ball  when  a  pass  is  made  to  him, 
when  the  ball  comes  from  an  opposing  player,  or  if  he  is  standing 
in  his  own  half  of  the  field. 


10.      The  Referee 


A — In  the  game  of  Soccer,  the  referee's  decision  is  final.  His 
interpretation  of  the  rules  must  not  be  disputed.    Protests  on  his 
rulings  are  not  countenanced. 

B — He  must  be  physically  capable  and  mentally  alert  to  keep  up 
with  the  play  and  to  render  his  decisions  promptly  and  with  authority. 
The  referee  of  school  and  minor  games  should  at  all  times  be  cognizant 
of  the  fact,  that  the  players  under  his  control  are  in  their  formative 
years,  the  period  in  which  clean  play  and  good  sportsmanship  must 
predominate. 

C — Two  linesmen  are  necessary  to  aid  the  referee.    The  duties  of 
the  linesmen  consist  of  signalling  all  "throw  ins",  off-sides  when  in 
line  with  the  play,  and  to  assist  the  referee  when  called  upon  to  do 
so,  to  render  decisions  x-^here  doubt  exists. 

D — The  referee  shall  signal  his  decisions  by  a  blast  on  a  whistle 
the  linesmen  by  a  wave  of  a  flag. 

From:    Soccer  Coaching  Manual,  by  E.  R. 
Slade,  pp  30-31 


PLAYER  POSITIONS  IN  SOCCER  AND  THEIR  FUNCTIONS 


A  soccer  team  is  comprised  of  eleven  players,  namely,  a  goalkeeper, 
two  full 'backs,  three  half-backs  and  five  forwards.    Their  positions  on  the 
field  are  determined  by  the  formation  used.    Three  formations  are  presented 
below  with  the  player  positions. 
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The  W-W  Formation 
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1.  Goalkeeper 

As  the  goalkeeper  can  handle  the  ball,  he  has  extra  duties  and 
skills.    Ball  handling,  good  sense  of  distribution,  good  anticipation, 
good  agility. 

2.  Full  Back 

They  must  be  deadly  tacklers  since  they  are  the  last  line  of 
defense.    They  must  also  be  able  to  volley,  kick  and  head  accurately 
in  order  to  be  a  useful  member  of  the  attack  and  not  kick  blindly, 
leaving  the  team  possibly  still  on  the  defensive.    Good  positional 
play  will  often  enable  the  full  back  to  intercept  a  pass  or  to  make 
the  wing  man  ineffective.    Sometimes  it  will  be  necessary  for  the  full 
back  to  "jockey"  the  winger  to  hold  up  play  while  fellow  defenders  can 
get  into  position.    It  is  also  necessary  for  the  full  back  to  learn 
how  to  cover  other  defenders  to  balancing  the  defense, 

3.  Center  Half 

It  is  useful  if  a  center  half  possesses  certain  physical  attri- 
butes— height,  strength,  and  stamina  expecially  if  a  team  is  using  an 
M  defensive  foimation.  He  must  be  able  to  deal  with  balls  in  the  air 
or  on  the  ground  and  distribute  them  to  wing  halves  or  inside  forwards, 

4.  Wing  Half  Backs 

Wing  halves,  with  the  inside  forwards  are  normally  the  dynamos 
of  a  team.    The  wing  halves  should  be  good  ball  players  but  realize 
that  their  role  is  mainly  defensive.     It  is  their  role  to  break  up 
attacks  and  set  in  motion  their  own  team's  attacks.    They  must  be 
competent  in  all  the  skills  in  the  game.    Normally  the  wing  half  takes 
throw  ins  and  therefore  he  should  spend  time  developing  a  long,  accurate 
throw. 

5.  Inside  Forwards 

The  functions  of  the  inside  forward  are  similar  to  those  of  the 
wing  half  back.    His  role  is  more  of  an  attacking  nature.    He  must  be 
able  to  fetch  the  ball  and  create  openings  for  his  team-mates  and  also 
be  able  to  shoot. 

6.  Wing  Forwards 

Normally  there  are  two  types:    1.    The  ball  playing  winger 
(Stanley  Matthews)    2,    The  direct,  fast  cutting  winger  (Bobby  Charlton). 
He  should  be  able  to  run  with  the  ball  and  kick  accurately.  His 
kicks  are  usually  centers  or  shots  at  goal.    He  has  a  task  peculiar 
to  his  position — i.e.  the  corner  kick,  and  therefore  should  be  able 
to  place  a  still  ball  wherever  he  wishes  in  order  that  the  corner 
kicks  may  be  effective. 
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7.        Center  Forward 

In  most  attacking  schemes,  the  center  forward  is  the  spear 
head  of  the  attack  but  in  some  systems,  he  plays  a  deep  lying  role, 
similar  to  that  of  the  inside  forward.    If  he  is  to  be  the  spear 
head,  it  is  of  advantage  to  be  tall  and  well  built  in  order  to  make 
use  of  the  wingers  centers.    He  must  be  able  to  shoot  with  ooth 
feet  and  also  be  able  to  distribute  the  ball. 


It  might  be  as  well  here  to  mention  that  the  popular  conceptions 
that  the  goalkeeper,  full  backs,  wing  halves,  and  center  half  are  defenders, 
and  the  winger,  inside  forwards  and  center  forwards  are  attackers,  are 
unfortunate.    It  is  much  better  to  regard  the  players  as  a  team.  They 
will  be  either  attacking  or  defendin^^,  as  in  football,  but  there  is  only 
one  team  for  defensive  and  offensive  plays. 

In  this  light,  it  is  obvious  that  players  in  particular  positions 
have  functions  for  which  they  should  train.    Examples  are: 

1.  Goalkeeper 

a.  Dealing  with  an  onrushing  player 

b.  Anticipation  for  catching  a  high  ball 

c.  Breeding  forwards  by  throwing  and  kicking 

d.  Gathering,  evading  an  opponent;  throwing  to  one's  defenders 

e.  Taking  goal  kicks 

f .  Positioning  for  various  attacks 

g.  Reacting  to  a  succession  of  shots 

h.  Dealing  with  high  centers  against  an  onrush  of  opponents 

i.  Judging  coming  out  of  goal  to  cut  off  a  through  pass 

2.  Full  Back 

a.  Controlling  the  ball  after  chasing  an  overhead  kick 

b.  Chasing  a  through  ball,  playing  back  to  the  goalkeeper,  and 
moving  into  position  for  return  passes 

c.  Intercepting  of  cross-field  pass  to  wing  man 

d.  Balancing  the  defense 

e.  Dealing  with  a  high  cross  near  goal 

f.  Defending  on  the  goal  line 

g.  Dealing  with  2  vs  1  situation 

h.  Doing  volley  clearances 

i.  Attacking  play  ^-dth  wing  men  and  half  back 
j.  Doing  throw  ins — attack,  defense 

k.  Doing  corner  kicks — defense  attacks 

1.  Placing  low  hard  drives  to  forwards 

m.  Placing  free  kicks 

n.  Recovering  and  tackling  again 
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3.  Center  Half 

a.  Heading  from  goalkeeper's  clearances 

b.  Heading  interception  after  corner  kicks  and  high  centers  from 
the  wing 

c.  Controlling  the  high  ball,  followed  by  a  clearnace  kick 

d.  Passing  situations 

e.  Recovering 

f .  Judging  off-side 

g.  Intercepting  of  setting  up  and  through  passes 

h.  Chasing  followed  by  tackles 

i.  Dealing  with  wing  clearance  kicks,  volleys  in  desperate 
situations 

j.        Placing  accurate  long,  low  drives. 

4.  Wing  Half 

a.  Using  setting  up  and  through  passes 

b.  Working  away  from  touch  line,  to  play  chip  pass  to  winger 

c.  Dealing  with  2  vs  1  situation;  cover  against  wall  passes 

d.  Changing  from  attack  to  defense 

e.  Doing  throw  ins 

f.  Linking 

g.  Controlling  the  ball  in  tight  situations 

h.  Tackling,  especially  from  the  side 

5.  Wing  Forward 

a.  Dribbling  approaches  to  beat  full  back 

b.  Wall-passing  and  through  passing 

c.  Doing  fast  run  and  center  from  wing 

d.  Making  for  the  goal  line  and  a  low  center 

e.  Lobbing  centers  and  fast  centers  from  various  positions 

f .  Doing  volley  shooting  and  heading  from  the  other  wing 

g.  Running 

h.  Doing  corner  kicks 

6.  Inside  Forwards 

a.  Receiving  the  ball  at  different  heights,  control  and  pass 

b.  Screening  in  confined  spaces 

c.  Interpassirig' 

d.  Shooting 

e.  Doing  throw  ins,  corner  kicks,  free  kicks 

f .  Tackling  for  the  ball,  chasing  back. 

7.  Center  Forward 

a.  Shooting  at  various  levels  and  from  various  directions 

b.  Attacking  moves  with  inside  forwards 

c.  Setting  up  play  to  create  space 

d.  Countering  an  off-side  plan. 
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A  CHECKLIST  OF  SOCCER  SKILLS 


1.  Kicking/Passing 


2. 


a. 

Inside  of  foot, 

b. 

uubsiae  oi  loot 

c  • 

jLns  uep 

H 

jrerid-j-Lry  kxok 

e . 

Corner  kick 

-p 

I  • 

Volley  kick 

§• 

Half  volley  kick  (drop  kick  goalkeeper) 

n. 

Direct-  or  indirect  free  kicks 

i. 

Chipping 

0. 

Deflections 

k. 

Low  hard  drive 

1. 

Lofted  kick 

m. 

Jabbing 

n. 

Overhead  kick 

o. 

Shooting  at  goal:     stationary  ball,  moving  ball. 

from  passing  plays 

p. 

Thx-ough  pass 

Switch  pass 

r. 

Wall  pass 

s. 

Heel  pass 

t. 

Sole  of  foot  pass 

Individual  Defense 

a. 

Tackling 

-    from  the  front  (block  tackle):    one  leg,  two 

sole  of  foot 

-    anticipating  the  pass 

-    anticipating  faulty  dribbling 

-    from  the  rear  (shoulder  to  shoulder) 

-    sliding  tackle 

b. 

Charging 

-  front 

-  side 

Head: 

Lng 

a. 

In  all  directions:     front,  rear,  left,  right 

b. 

Jump  heading 

c. 

As  a  means  of  gathering  the  ball 

d. 

As  a  means  of  clearing  the  ball 

e. 

As  a  means  of  scoring 

f . 

As  a  means  of  passing. 
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4.  Trapping 

a.  Wedge  traps 

-  sole  of  foot 

-  inside  of  foot 

-  double  knee  (shins) 

-  inside  of  leg 

-  top  of  foot 

b.  Cushion  traps 
~  instep 

-  thigh  (inside  of  leg) 

-  chest 

-  head 

5.  Dribbling 

a.  Inside  of  foot 

b.  Instep  of  foot 

c.  Outside  of  foot 

d.  For  speed 

e.  Around  defensive  player 

6.  Throw  In 

a.  Feet  staggered 

b.  Feet  parallel 

c.  Running  throw  in 

d.  For  distance  and  accuracy 

7.  Obstructing    -  Screening 

8.  Running 

a.  Fast 

b .  Slow 

c.  Change  of  pace 

d.  Change  of  direction 

9.  Feints  and  Pivots 

a.  Feinting  with  the  knees 

b.  Feinting  to  pass  with  inside/outside  of  foot 

c.  Feinting  an  instep  kick 

d.  Dodging 

e.  Swaying  body  from  side  to  side 
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SOCCER  SKILLS 


The  basic  skills  of  soccer  are  as  follows: 

1.  To  kick  or  shoot  a  ball  with  force  and  accuracy,  with  either  foot 

2.  To  pass  a  ball  with  either  foot 

3.  To  trap  or  gather  a  ball  with  all  parts  of  the  body  except  the  hands 
and  arms 

4.  To  dribble  or  run  with  the  ball  using  either  foot 

5.  'To  head  the  ball  with  judgment 

6.  To  tackle  and  charge  fairly 

7.  To  throw  a  ball  in  correctly  from  the  touch  side  line 
Suggested  senuence  for  teaching  soccer  skills. 

1.  Review  of  previous  skills 

2.  Brief  introduction  of  new  skill 

3.  Demonstration  of  skill 

4.  Explanation  of  skill:    how  (body  movements)^  when  (in  what 
situations),  why  (solution  to  a  game  situation) 

5.  Class  questions 

6.  Class  practice 

Kicking  Skills 

Introduction  -  Kicking  is  the  most  important  method  of  propelling  the  ball 
and  players  must  be  able  to  kick  correctly  mth  both  feet.     There  are  many 
methods  of  kicking  to  suit  varying  circumstances  of  which  four  may  be 
listed. 

1.  Kicking  a  still  ball  as  in  goal,  corner  and  foul  kicks 

2.  Shooting  at  a  goal 

3.  Passing  the  ball  in  order  to  move  the  ball  downfield  or  set 
up  a  shot  on  goal 

4.  Volleying,  which  is  employed  chiefly  for  clearing  defensive 
areas 

1.        Low  Hard  Drive 

Uses:     Shooting  at  goal 
Passing 

Still  ball  situations — goal,  corner  and  foul  kicks 
Technique: 

Kick  with  the  instep  ("Kick  with  the  laces  of  the  boot") 
Non-kicking  foot  should  be  placed  alongside  the  ball 
Eyes  on  the  ball 
Body  weight  over  ball 

Follow  through  with  kicking  leg,  with  arms  ovt  for  balance 
Lead  with  the  knee  of  kicking  leg 

Ball  is  struck  at  the  bottom  of  the  swing  of  the  kicking  leg 
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Low  Hard  Drive 


The  Lofted  Kick 

Uses:    For  passing  to  lift  over  the  opposition's  head,  in  particular 
■  by  wingers  when  centering  either  on  the  run  or  from  a  corner. 
As  a  maximum  clearance  kick 

Technique: 

Non-kicking  foot  is  slightly  benind  the  ball 
Body  lean  is  slightly  backwards  as  kick  is  made 
Kicking  leg  swings  from  the  hip  and  follows  through 
Ball  is  struck  on  the  upward  swing  of  the  kicking  foot 
Ankle  flexes  as  the  kick  is  m.ade,  assisting  the  loft . 


Position  of  kicking 
leg  for  low  hard  drive 


Position  of  kicking 
for  lofted  kick 
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3.        Kicking  with  the  Inside  of  the  Foot 

Uses:    This  kick  is  used  mostly  in  passing  because  of  its  accuracy 
and  ease  of  application 
Accurate  pD.acing  of  the  ball 

Technioue: 

Kicking  foot  is  turned  outwards 

Contact  with  the  ball  is  made  with  the  inner  side  of  the  foot 

The  body  is  in  a  slightly  crouched  position 

Kicking  leg  is  slightly  bent  and  foot  swings  close  to  the 

ground 

The  side  of  the  foot  is  punched  into  the  ball. 


0 


\  u 
V  / 


n 

Side  View 

Kicking  With  the  Inside  of  Foot 


Front  View 


4.        Kicking  with  the  Outside  of  Foot 

Uses:  Passing 

Dribbling 

Receiving  and  rounding  an  opponent 
Avoiding  a  tackle 

Technique: 

Push  with  the  outer  side  of  the  forward  part  of  the  foot 
Non-kicking  foot  is  behind  and  a  little  to  one  side  of  the 
ball 

The  body  leans  away  from  the  ball  if  it  is  played  with  a 
straight  leg. 
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Kicking  with  Outside  of  Foot 


5.       Volley  and  Half-Vclley 

Uses:    Long  clearances 
Drives 

Method  of  intercepting  an  airborne  ball  or  changing  its 
direction 

Technique: 

For  volley,  the  ball  is  kicked  when  ball  is  in  flight 
For  half -volley,  the  ball  must  come  in  contact  with 
instep  just  after  it  has  rebounded  off  the  ground 
Angle  of  the  instep  should  be  adjusted  to  alter  the 
angle  of  the  ball ' s  flight 

Keep  eyes  on  the  ball  -  watch  ball  right  to  feet  for 
proper  timing 
Follow  through 
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Volley  Kick  Half  Volley  Kick 


Tackling  and  Charging 

Introduction  ~  Tackling  is  any  legal  method  of  taking  the  ball  from  an 
opponent  with  the  feet  and    in  most  cases  is  accompanied   by  a  charge. 
Charging  is  a  legal  form  of  bodily  contact  where  the  upper  shoulder  is 
used  to  unbalance  the  opponent  in  order  to  secure  the  ball.    A  player 
does  not  always  gain  possession  of  the  ball  when  he  tackles  and  yet 
he  has  served  well  i^  he  stops  the  dribble,  makes  the  dribbler  lose 
control  of  the  ball,  or  forces  him  to  make  a  poor  pass.  Tackling 
should  .  be  taught  with  care  as  poor  technique  and  free  experiment  could 
lead  to  accidents. 

Uses:    Tackling  -  To  secure  the  ball 

To  stop  an  opponent ' s  dribble 

To  force  an  opponent  to  pass  or  to  lose  control  of  the 
ball 

Charging  -  To  come  from  behind  a  dribbler  and  make  a  tackle 

To  unbalance  an  opponent  as  you  strive  for  possession 
of  the  ball 

1.        Front  or  Block  Tackling 

Techniaue:    Be  quick  in  moving  to  the  ball.    Time  your  movements  so 
that  you  tackle  just  after  the  dribbler  has  played  the 
ball.    That  is  the  instant  when  it  is  out  of  his  direct 
control. 

Keep  the  eye  on  the  ball 

Use  the  inside  of  the  foot  to  the  ball 

Place  the  foot  forcibly  on  the  ground  in  front  of  the 

ball.    At  the  same  time,  lean  the  body  forward  and 

attempt  to  hook  the  ball  away 
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Meet  opponent  shoulder  to  shoulder 

Be  ready  to  use  the  ball  quickly  if  you  get  it 

Balance  is  important 

Recover  quickly  if  beaten  and  give  chase 

Tackling  variations  include  one-foot  tackle,  two-foot 

tackle,  sole-of-the-foot  tackle,  and  sliding  tackle. 


Front  Tackle 


Rear  Tackle 

Technique:  Tackier  must  catch  up  to  the  dribbler  and  time  his  move 
so  that  he  can  get  his  inside  foot  between  the  ball  and 
the  dribbler's  foot 

Shoulder  to  shoulder  contact  may  be  made 
Keep  the  arms  in  against  the  body 


Rear  Tackle 
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3.  Charging 

Technique:    Throw  weight  against  the  opponent  using  shoulder  to 
shoulder  contact 

jhere  the  bodies  make  contact,  keep  arm  close  to  the 
body 

Keep  one  foot  on  the  ground,  preferably  the  outside  foot 
in  relation  to  the  ball 
Watch  your  opponent's  feet 


/\  \  \ 


I   /  ;  /       \  I  !  Charging 


Heading 

Introduction  -  All  members  of  a  soccer  team,  regardless  of  position, 
should  be  capable  of  good  heading.    The  key  lies  in  correctly  judging 
the  speed  and  height  of  the  on-coming  ball.    The  jump  must  be  timed 
correctly  to  get  maximum  height    advantage  and  impact. 

Uses:    To  score 

To  pass  to  a  teammate  or  over  opponent's  head 
To  bring  ball  under  control 
To  combat  aerial  attacks 

To  clear  out  for  distance  around    the  goal 

Technique:    The  eyes  should  remain  open  at  all  times 

Contact  the  ball  with  the  forehead  (hairline) 
Hit  the  ball,  do  not  let  it  hit  you 

lAFhen  ball  is  contacted  the  head  should  be  snapped  out 
toward  the  ball  and  not  dra^ATi  in 

Jump  from  one  or  two  feet  to  meet  ball  and  also  aim  to 
head  the  ball  at  the  highest  point  of  the  jump 
To  change  direction,  hit  the  ball  on  the  side  of  the  forehead 
and  twist  the  head  on  contact  in  the  desired  direction 
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Control  direction  of  ball  up  or  down  by  keeping  the  chin  out  or 
pulling  the  chin  in 

Neck  muscles  are  a  vital  factor  in  heading  technique,  it  is  \^i±th 
these  muscles  that  the  ball  is  propelled  forward  or  directed  to 
any  given  angle 

Lean  bacb/^rards  and  at  the  time  of  contact,  nod  the  head  forward 
Use  heading  to  gather  the  ball  by  leaning  slightly  forward  and 
at  the  time  of  contact  between  ball  and  head,  move  both  body 
and  head  backward.      This  will  cushion  the  ball  as  in  trapping 
and  cause  it  to  drop  to  the  feet 

Ball  is  generally  headed  downwards  or  at  a  low  trajectory  as  a 
pass,  deflection,  or  shot 


Heading  Technique 


Gathering  and  Trapping 

Introduction  -  Students  should  be  allowed  to  control  the  ball  in  their  o^ati 
way.    The  only  limitation  being:    Is  "che  ball  under  control  quickly?  Can 
the  player  move  off  quickly?    Can  he  move  in  several  directions? 

A  broad  definition  of  the  difference  between  gathering  and  trapping  is  that 
in  trapping  the  ball  is  stopped  in  a  trap,  even  if  momentarily,  whereas  in 
gathering,  the  ball  is  not  trapped  and  need  not  come  to  rest.    There  are  many 
ways  of  gathering  and  trapping  a  ball  and  much  practice  is  required.  Players 
must  be  taught  to  gather  the  ball  and  move  it  quickly  or  pass  and  not  merely 
trap  it  or  kill  it  "dead"  at  all  times. 
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1.  Trapping 

Uses:  To  bring  a  ball  under  control  before  passing  or  shooting 
Technique: 

1.       Using  the  sole  of  the  foot 


Raise  the  toe  upwards  to  catch  the  ball  the  instant  it 

touches  the  ground 

Body  is  inclined  slightly  baclcvards 

Eyes  on  ball 

Trapping  leg  slightly  bent 

Ball  is  trapped  in  the  angle  of  foot  and  ground 


2.       With  the  inside  of  the  foot 

Body  is  inclined  slightly  towards  the  direction  from  which 
the  ball  is  coming 

Trapping  leg  from  the  knee  down  is  bent  to  form  a  wedge  with 
the  ground 

At  the  moment  of  impact  between  ball  and  foot^  the  foot  is  moved 
still  further  backward  to  create  a  cushion  as  in  receiving  a 
pass 

The  best  method  because  player  is  able  to  move  off  quickly 


Sole  of  Foot  Trap 
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Inside  of  Foot  Trap 


With  the  outside  of  the  foot 

Body  is  inclined  in  the  direction  from  which  the  ball  is  coining 
Ball  is  trapped  between  outside  of  the  foot  and  the  ground 
At  the  moment    the  trap  is  completed,  the  player  pivots  on  the 
non-kicking  foot  thus  changing  his  direction,  at  the  same  time 
sweeping  the  ball,  with  the  trapping  foot  towards  the  nevj 
direction. 


Outside  of  Foot  Trap 
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Other  traps:    double  knee,  inside  of  the  leg  (thigh) 


( .-.../X 


\ 


Double  Knee  Trap 


/UK- 


[      //"    "-Xx  //  Inside  of  Leg  Trap 


2,        Gathering  with  the  Body 

Uses:    To  bring  a  ball  under  control  that  is  usually  too  low  to  head 
or  too  high  to  trap. 

Techniaue: 

1.        Arch  Back 

Take  the  ball  on  the  chest,  cushion  impact 
At  the  moment  of  contact  the  back  is  arched;  body  sinks 
downward  and  backward  causing  the  ball  to  rebound  more  slowly 
to  the  ground 

Direct  the  ball  accurately  to  your  feet  by  governing  the  angle 
of  the  body  at  moment  of  impact 


U 


Arch  Back  to  Gather 


Lean  Forward 

Lean  forward  and  hollow  chest.  This  will  force  ball  downward 
to  the  ground 

Raise  body  on  toes  to  gain  extra  height 

As  contact  is  made  the  chest  and  shoulders  should  be  over  the 
ball 

Eyes  on  ball  at  all  times 

As  ball  drops  to  feet,  trap  it  and  move  off  in  one  smooth 
movement 


V 


7 


Lean  Forward  to  Gather 
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Dribbling 
(Running  With  the  Ball) 

Introduction  -  Advancing  with  the  ball  under  close  control  is  called  dribblin,'^ . 
Use  the  insides  and  out sides  of  the  feet,  tapping  the  ball  lightly  from  one 
foot  to  the  other.     It  is  easiest  with  the  inside  of  the  feet,  but  remember, 
the  out sides  are  more  sensitive. 

Dribbling  plays  an  important  part  in  the  game.    The  tendency  to  over- 
dribble  must  be  curbed  and  students  must  be  taught  to  realize  that  an 
opponent  can  be  more  easily  beaten  by  an  effective  pass  than  by  an  attempt 
to  dribble  around  him. 

Uses:    To  advance  the  ball  under  close  control 
To  retain  possession  in  close  quarters 
To  relieve  pressure  from  the  opposing  side 

Technique:     Body  is  inclined  forward,  the  head,  the  knee,  and  the  ball 
approximately  in  line 
Head  well  over  ball 

Persuade  the  ball  rather  than  kick  it 
Use  peripheral  vision  to  sight  opponents 

Keep  away  from  opponents  by  keeping  body  between  opponent 
and  the  ball 

When  dribbling  at  high  speed,  do  not  allow  ball  to  run 
too  far  ahead  of  you  as  control  will  be  difficult  in  the 
event  of  a  tackle 

Swerves  and  feints  are  useful  skills 
Use  deception 


I  i 


With  the  ball  on  the  ground,  pass  it  from  foot  to  foot  as  you  run. 
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Throw-In 


Introduction  -  The  throw  in  can  be  a  very  useful  method  of  attack  or 
defensive  strategy  to  relieve  pressure.    All  players  should  be  capable  of 
taking  accurate  throw  ins.    An  accurate  throw  in  can  lead  to  goals  or  relieve 
defensive  pressure.    The  aim  is  to  give  your  teammates  time  to  get  into  good 
positions,  yet  still  get  the  ball  back  into  play  before  they  can  be  closely 
marked . 


Uses:    It  is  the  method  used  for  getting  a  ball  back  into  play  after 

the  ball  has  been  forced  over  one  of  the  side  or  "touch",  lines. 


Technique:    Both  hands  are  in  contact  with  the  ball  with  fingers 
comfortably  spread 

The  ball  is  well  back  behind  the  head 
A  part  of  both  feet  are  on  the  ground 

The  body  is  arched  backwards  to  give  power  to  the  throw 
Throw  by  thrusting  the  bent  body  forward  and  snapping  the 
wrists 

Follow  through 

Feet  may  be  parallel  or  staggered 
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LOG  OF  DRILLS  AND  ACTIVITIES 


Name :  Drill  for  Low  Hard  Drive 

Skills  Utilized:    Kicking,  passing 


Procedure : 


AAAAAAAAA 


Partners  with  balls.    Partner  in  line  "A"  passes  to  partner 
in  line  "B"  who  kicks  a  low  hard  drive  at  goal.  Kicker 
retrieves  his  own  shot  and  partners  change  lines. 
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Progressions:         Line  "A"  passes  to  line  "B"  who  brings  the  ball  to  a 
complete  stop  before  kicking 

Line  "A"  passes  to  line  "B"  who  brings  the  ball  under 
control  before  kicking 

Line  "A"  passes  to  line  "B"  who  kicks  the  ball  without 
bringing  it  under  control 

Line  "A"  varies  direction  of  pass  to  line  "B" 

Have  Line  "A"  move  to  the  "Touch"  .line  and  throw  in  to 
line  "B"  who  must  gather  and  kick= 

Add  the  goalie 


Name: 


Circle  Keep-Away 


Skills  Utilized:    Passing,  feinting,  trapping,  faking 

X 

X  X 

X  "A"  X 

X  X 
X 


Procedure: 


Players  form  in  a  circle  and  try  to  keep  the  ball  away 
from  the  "A"  in  the  center.    If  "A"  touches  the  ball 
legally,  the  last  man  to  touch  the  ball  becomes  "it". 
"A"  may  go  after  the  ball  wherever  it  is  played,  whether 
in  or  outside  the  circle. 


Progressions:         Players  in  circle  cannot  pass  to  adjacent  players  on  his 
immediate  right  or  left 


Ball  must  be  kicked  without  trapping 


Name:  Goalkeeper's  Kicking  War 

Skills  Utilized:    Drop  kick,  punt,  or  throw 

Procedure:  Two  goalkeepers  attempt  to  force  each  other  back  by  using 

drop  kicks  and/or  punts  and/or  throws.    The  kick  is  taken 
from  the  place  where  the  ball  is  caught.    A  fumbled  ball 
by  a  goalkeeper  is  penalized  by  the  loss  of  ten  yards. 
The  goalkeeper  who  first  backs  his  opponent  off  the  field 
wins. 
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Name:  Power  Kicking  Yards 

Skills  Utilized:    Kicking,  trapping 

Procedure:  Team  A  starts  game  by  kicking  to  Team  B.    Team  B  returns 

the  kick,  and  the  game  continues.    The  object  is  to  force 
the  opponents  back  toi^rard  their  goal  line.    The  winning 
team  is  the  first  to  kick  the  ball  over  the  opponent's 
goal  line.    The  weak  foot  of  each  player  is  indicated 
by  some  means. 

Rules:    If  the  ball  is  trapped,  it  must  be  kicked  by  the 
player ' s  weak  foot . 

If  the  ball  is  kicked  without  trapping,  it  may 
be  kicked  with  either  foot. 

The  player  who  first  touches  the  ball  must  kick  it. 

A  ball  that  is  kicked  over  the  Touch  line  is  put 
in  play  where  it  went  out,  with  a  strong-foot 
place  kick. 

Penalties:    For  intentional  use  of  hands,  10  yards  from 
where  ball  is  finally  stopped. 

For  toe  kick,  15  yards  from  where  kick  was 
made  and  kick  is  taken  over  again. 


Name :  Marking  Drill 

Skills  Utilized:    Marking,  dodging,  pivot,  change  of  pace,  change  of  direction. 


Procedure: 


Any  number  of  forwards  on  the  field,  each  with  a  back 
assigned  to  mark  them.    The  forwards  dodge,  pivot,  and  use 
change  of  pace  to  get  away.    The  teacher  starts  and  stops 
the  drill  by  blowing  a  whistle.    The  back  has  his  man 
marked  if  he  can  touch  his  forward  each  time  the  second 
whistle  blows. 


Name:  Stop  The  Dribbler 

Skills  Utilized:    Dribbling,  shooting,  goal  keeping  skills 


Procedure: 


r 


AAAAAA 


Player  from  line  "A"  dribbles  toward  the  goal.  The 
goalkeeper  advances  about  six  yards  to  narrow  angle 
of  possible  shot. 
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Progression:  Have  two  players  from  lines  "A"  and  "B"  advance  against 

goalie.    Goalie  should  shorten  angle  on  ball  carrier  in 
case  he  tries  to  shoot.    After  shortening  the  angle,  he 
may  try  to  feint  ball  carrier  into  passing.    He  then  has 
the  choice  of  trying  to  intercept  the  pass,  trying  to 
reach  receiver  at  the  same  time  as  the  pass,  shift  to 
narrow  the  angle  of  "B's"  shot,  or  drop  back  to  the  goal 
line. 


Name : 


Soccer  Frolic 


Skills  Utilized:    Heading,  kicking 


Procedure; 


Each  player  should  have  a  ball  and  find  a  space.  The 
player  attempts  to  keep  the  ball  bouncing  by  playing  it 
with  his  head,  foot,  or  body  between  each  bounce.  The 
ball  should  be  played  after  each  bounce  in  as  many  different 
-ways  as  possible. 


Progression:  Have  players  attempt  to  keep  the  ball  in  the  air  without 

it  touching  the  ground. 

Note:  How  many  different  ways  can  be  used  to  keep  the  ball  in  the  air  and 
for  how  long? 


Name : 


Two  Against  Two 


Skills  Utilized:    Passing,  receiving,  trapping,  heading,  marking,  dribbling, 
tackling,  charging,  feinting,  pivoting 


PI, 


Procedure : 


One  pair  of  players  tries  to  keep  the  ball  away  from 
another  pair. 


Progression:  Players  work  in  restricted  areas,  e.g.  penalty  area,  center 

circle. 

Play  a  game  at  one  goal,  include  goalie. 


Name : 


Score  As  You  Can 


Skills  Utilized:    Kicking,  heading,  deflections,  trapping,  gathering 


Procedure; 


Players  in  line  "A"  roll,  bounce,  or  throw  the  ball 
towards  goal  post.    Player    in  line  "B"  must  run  in  and 
score  as  he  can.    He  may  have  to  head  the  ball  into  the 
goal,  volley  or  half -volley,  kick  with  any  part  of  either 
foot,  or  deflect  the  ball  using  trapping  techniques. 
Switch  lines. 


Progression: 


Add  goal  keeper, 


Name; 


Man-In-Middle  Drill 


Skills  Utilized:    Overhead  kick,  trapping,  volley,  half* volley 


AAAAA"  "  ^'A'  -^BBBBB 


Procedure: 


Groups  of  three  or  more.    Player  in  line  "A"  bounces  the 
ball  to  player  in  middle  who  uses  an  overhead  kick  to  get 
ball  to  player  in  line  "B".    Player  "B"  traps  ball  then 
bounces  it  back  to  player  in  middle.    Rotate  clockwise 
after  every  forth  or  fifth  kick. 


Progressions:         Have  player  in  middle  bounce  ball  to  line  "A"  who  half- 
volleys  the  ball  to  player  in  line  "B". 

Have  player  in  middle  toss  ball  to  line  "A"  who  volleys 
the  ball  to  player  in  line  "B". 

Have  player  in  middle  toss  ball  to  line  "A"  who  heads 
the  ball  to  player  in  line  "B". 

Have  player  in  middle  toss  ball  to  line  "A"  who  heads 
the  ball  to  player  in  line  "B"  who  changes  his  position 
as  ball  is  being  tossed.    The  player  in  line  "A"  who  is 
heading  must  head  to  "B's"  new  position. 
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Name : 


Pressure  Training  for  Shooting; 


Skills  Utilized:    Shooting,  passing^  goalkeeper  skills 

In  the  game,  it  is  the  ability  to  produce  a  skill  instant- 
aneously and  still  produce  it  accurately  when  fatigued 
that  makes  the  great  player.    Therefore,  it  is  useful  at 
times  to  combine  skill  training  >dth  fitness  training  - 
skills  produced  under  pressure  or  pressure  training  were 
peculiar  to  soccer  but  this  kind  of  training  is  extremely 
useful  in  many  games. 


flai 
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Procedure: 


Player  "A"  takes  up  position.    Feeders  to  his  right  and 
left  pass  alternately  to  "A"  who  must  shoot  hard.  After 
each  shot  he  must  run  around  the  flag,  spaced  some  distance 
behind  him.    The  feeder  passes  out  the  shooter's  next  ball 
as  he  rounds  the  flag.    Give  "A"  from  8  to  10  shots,  then 
allow  the  next  player  to  take  his  turn.    The  shooter  must 
be  kept  on  the  move  throughout  his  entire  8-10  kicks. 


Name:  Chase  Ball 

Skills  Utilized:    Passing,  tackling,  charging,  dribbling 

AAAAA  -^..^ 
C  ^ 
BBBBB  " 

Procedure:  Two  colur.ns    about  eight  feet  apart  face  the  same  direction. 

A  kicker  between  the  two  columns  kicks  the  ball  forward, 
and  the  players  at  the  front  of  line  "A"  and  "B"  chase  it. 
The  player  from  the  "A"  column  tries  to  bring  tht.  ball  back 
while  the  player  from  the  "B"  column  tries  to  move  it  forward. 
An  advantage  of  four  to  five  feet  might  be  given  to  the 
line    assigned  to  bring  the  ball  back. 
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Name : 


Center  and  Shoot 


Skills  Utilized:     Kicking,  dribbling 


Procedure: 


Progressions : 


AAAAA 


Line  "A"  dribbles  doiAm  side  of  field  and  center  to  "B" 
who  shoots  for  goal.    Use  a  ball  for  every  t^>'o  players 
if  possible.     "A"  and  "B"  switch  lines.     "B"  retrieves 
his  own  shot.    A  third  line  could  be  employed  to  retrieve, 
All  three  groups  can  rotate  clockwise. 

Center  ball  using  low  hard  drive. 

Center  ball  using  lofted  kick. 

Run  the  drill  and  add  the  goal  keeper. 

Run  the  drill  and  add  a  defensive  fullback  who  gives 
passive  then  active  resistence  to  the  kicker. 

Run  the  drill  with  a  goalkeeper.    Also  add  two  fullbacks 
who  check  or  mark  players  from  lines  "A"  and  "B". 

Run  drill  down  opposite  touch  line. 


Name: 


Progressive  Kick  for  Distance 


Skills  Utilized:    Kicking,  trapping,  gathering 

AAAAA  t  I  I  I  I  IBBBBB 
10  yards 


Procedure:  Partners  with  balls  or  lines  of  students  with  balls. 

Partner  in  line  "A"  kicks  ^'jith  low  hard  drive  to  partner 
in  line  "B".     "B"  then  brings  ball  under  control  and  kicks 
back  to  "A". 

Progressions:  Start  group  ten  yards  apart.    After  group  is  kicking  vdth 

power  and  accuracy  at  this  distance,  move  them  t'^enty  yards, 
repeat,  twenty  five  yards,  repeat,  thirty  five  yards, 
repeat,  then  forty. 

After  progressing  through  various  distances  with  the  low 
hard  drive,  have  the  students  use  the  lofted  kick. 
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Name :  Three  on  Two 

Skills  Utilized:    Passing,  trapping,  dodging,  feinting,  tackling,  shooting 


Procedure: 


Progression; 


AAAAA  — 
BBBBB  - 
CCCCC^' 


DDDDD 
EEEEE 


Form  in  five  lines  or  groups.    Players  in  lines  "A",  "B", 
and  "C"  pass  the  ball  back  and  forth  as  they  run  down  the 
field.    Add  defensive  players  designated  "D"  and  "E". 
Rotate  positions  clockwise  after  three  advances  do^m  the 
field. 

Players  in  lines  "A",  "B",  and  "C"  advance  doi^rn  field 
without  opposition. 

Players  in  lines  "A",  "B",  and  "C"  advance  ball  do^/m  field 
and  shoot  on  goal. 

Players  in  lines  "A",  "B",  and  "C"  advance  ball  down  field 
and  shoot  on  goal  against  goal  keepe"r. 

Add  defensive  backs  "D"  and  "E"  who  progress  from  passive 
to  active  resistance  against  the  onrushing  players  in  lines 


Note:    The  above  procedure  and  progression  car  also  be  applied  to  two  versus 
one,  three  veresus  one,  four  versus  two,  or  one  versus  one. 


Name; 


Gathering  and  Trapping  Drill 


Skills  Utilized:    Gathering,  trapping,  running,  feinting 

toss 


Procedure : 


Progression: 


A 


B 


Players  partner  up  with  one  ball.    One  of  the  partners 
tosses  the  ball  to  the  other  in  as  many  differnt  flight 
paths  as  he  can  think  of.    The  other  must  gather  and 
trap  the  ball  in  any  way  he  can  to  gain  control.  Switch 
assignments. 

Partners  are  in  stationary  positions. 

Partners  run,  one  tosses  ball  to  other  who  must  gather  and 
pass  in  a  named  direction. 


Trapping  and  passing  in  one  movement. 
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Name : 

Skills  Utilized: 


Procedure: 
Progressions: 


Name: 

Skills  Utilized: 


Procedure: 


Partners  are  stationary.    Partner  tosses,  other  must 
move  right,  left,  back,  or  forward  after  gaining 
control  as  directed  by  partner  or  teacher.  Repeat 
this  but  add  a  third  player  who  competes  for  the  toss. 

Various  trapping  movements  as  in  above  progressions 
and  emphasize  body  feints. 

The  Throw  In  Game 

Throw  ins,  trapping,  passing 


A  player  in  line  "A"  throws  the  ball  in  to  the  feet  of  a 
player  in  line  "B".    The  player  in  line  "B"  traps  the 
ball  and  passes  it  back  to  the  thrower.    Players  rotate. 
Poor  crapping  must  be  retreived  by  the  player  responsible 
and  passed  to  the  thrower. 

Vary  the  flight  of  the  throw  in. 
Vary  the  distance  of  the  throvv  in. 

Vary  the  style  of  throw  in:    Standing  -  feet  parallel 

Standing  -  feet  staggered 
Running    -  feet  staggered 

King  of  the  Ring 
Charging 


Place  players  in  a  circle,  hopping  on  one  leg.  All 
players  hop  on  one  leg  and  shoulder  charge  each  other. 
When  both  feet  touch  the  ground,  the  player  is 
eliminated.    The  sole  survivor  is  the  winner. 
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Name : 


Block  Tackling  Drill 


Skills  Utilized:    Tacklinr^,  dribbling^  faking,  feinting 


Procedure : 


A2  1 


A3 
A4 


Bl 

B2 
B3 

B4 


■13  7ds  > 


Two  lines  of  players  about  thirtjr  yards  apart  with  one 
line  standing  or  starting  from  the  goal  line.    The  players 
on  team  or  line  "A"  start  from  behind  their  own  goal  line 
and  attempt  to  dribble  the  ball  past  their  opponent  on 
team  or  line  "B".    The  players  should  be  paired  off  as  to 
size  and  ability. 

The  defending  plaj^ers  in  line  "B"  may  come  out  to  the 
center  line  to  meet  their  opponents  and  no  further. 

The  defending  players  must  block  tackle  their  opponents 
and  on  securing  the  ball,  attempt  to  dribble  it  over  the 
opposing  goal  line.    If  successful  count  one  point. 

The  players  in  line  "A"  can  all  go  at  once  against  their 


opposing 


player  or  the  teacher  may  run  them  in  a 


stagger,  so  as  to  observe  technique. 

Run  line  '^/\."  against  "B"  several  times  then  have  them 
switch  lines. 


Progression;  Have  player  in  line  "A"  dribble  at  an  angle  to  line  "B' 

so  work  can  be  done  on  the  side  tackle. 


Name :  Circle  Heading 

Skills  Utilized:  Heading 


Procedure:  Place  a  player  in  the  center  of  a  circle  of  four  to  eight 

other  plaj^ers.     The  placer  in  the  center  can  toss  the 

ball  to  each  player  in  the  circle.  They  in  tu^^n  head  the 
ball  back  to  the  player  in  the  center. 
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Progressions:         Players  in  circle  toss  to  player  in  center  who  heads  the 
ball  to  the  player  to  the  right  of  the  tosser.  Player 
who  receives  the  ball  catches  it  and  tosses  it  back  to 
the  man  in  the  center  who  heads  to  the  next  player. 

Player  in  center  attempts  to  head  to  each  man  in  the 
circle,  receive  the  return  ball,  which  is  headed  back 
to  him,  and  head  to  the  next  player. 


Name:  Shooting  on  Goal  for  Accuracy 

Skills  Utilized:    Power  kicking 


Procedure; 


Progression  s; 


Lay  out  a  regulation  goal  on  a  wall  or  bounding  board 
with  chalk  or  other  means,  eight  feet  by  twenty-four 
feet  long.    In  the  goal  area,  mark  in  rectangles  and 
number  them.     (See  above)    Place  a  line  on  the  ground 
fifteen  yards  from  the  goal. 

Players  kick  at  the  goal  and  total  their  points  for  ten 
kicks. 

Players  kick  at  the  goal  and  must  hit  marks  designated 
by  the  coach. 

Feed  ball  to  kicker  from  all  directions  and  have  him  kick 
for  the  high  numbered  areas. 


Name: 


Corner  Kick  Drill 


Skills  Utilized:    Kicking,  gathering 


Procedure; 


AAAAA 


Partners  or  lines  with  balls.    Partner  in  line  "A"  kicks 
from  corner,  aiming  at  six  yard  line.    Player  in  line 
"B"  runs  in  and  shoots  for  goal.     "A"  and  "B"  switch 
lines. 
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Progressions:         Corner  kickers  use  low  hard  drive,  lofted  kicks,  in-swinger 
and  out-swinger  kicks. 

Run  drill  with  goalie. 

Player  in  line  "B"  can  vary  technique  for  shooting  and 
scoring  by  using  right  or  left  foot,  volley,  half  volley, 
or  heading. 

Run  drill  with  defensive  player  marking  player  from  line 


Name: 


Dribbling  Relay 


Skills  Utilized:  Dribbling 


AAAAA 


Procedure: 


Progression: 


BBBBB 

ccccc 


Lines  or  squads  compete  over  specific  distances. 

Dribble  over  specified  distances,  no  obstacles. 
Dribble  over  specified  distances,  with  obstacles. 
Decrease  distance  between  obstacles. 

Have  players  start  by  dribbling  in  straight  line  for  half 
the  distance  while  walking,  then  run  while  dribbling  for 
the  last  half  of  the  course.    On  return  walk  while 
dribbling  halfway  then  run  while  dribbling  to  finish. 

Make  players  the  obstacles  and  allow  them  to  kick  at  ball 
provided  they  have  one  foot  in  place. 

Have  players  act  as  marks  for  each  dribbler.    The  player 
shuffles  back  and  forth,  following  the  dribbler  as  the 
dribbler  zig-zags  back  and  forth  down  the  course  and  back, 


Name :  Heading  for  Control  Against  Opposition 

Skills  Utilized:    Heading,  trapping,  gathering 

CCCCC  BBBBB 
^~ — --AAAAA 

Procedure:  Players  in  line  "C"  take  turns  at  tossing  a  ball  in  the 

air.    Players  in  line  "A"  and  "B"  rush  to  the  tossed  ball 
to  contest  it  by  trying  to  head  it  in  such  a  way  as  to 
gain  control.    A  ball  is  considered  under  control  when  a 
player  has  his  foot  on  it.    The  player  who  gains  control 
scores  one  point  for  his  team.    Lines  can  rotate  postions. 
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SOME  POINTERS  ON  OFFENSE  AND  DEFENSE 

(Tactics  and  Strategy) 

Offense:        The  formation,  whichever  it  may  be,  must  move  as  a  unit. 

Attack  in  depth:    It  is  easy  for  forwards  when  attacking  to 
flatten  out  the  shape  of  the  forward  line,  so  making  only 
square  passes  possible.    It  is  easy  for  the  defense  to  mark 
and  to  place  the  forwards  in  an  off-side  position. 

Attack  on  a  wide  front:    The  aim  of  the  defense  is  to  consolidate 
and  close  ranks  and  therefore  attack  must  aim  to  be  as  wide  as 
possible  with  a  player  near  each  touch  line  so  using  the  width 
of  the  field  and  keeping  the  full  backs  out  and  leaving  more 
room  for  inside  forwards  to  move. 

Switch  play:  Defenders  are  handicapped  when  they  have  to  pivot 
round  to  keep  play  in  view  and  it  is  more  difficult  for  them  to 
assess  the  situation.  Switch  from  one  wing  to  another,  putting 
the  defense  off  balance. 

Use  of  the  open  space,  and  zoning  on  the  balll    It  is  not  the 
man  with  the  ball  who  is  of  sole  importance.    Players  away  from 
the  ball  must  move  into  the  open  space.    If  all  players  are 
encouraged  to  want  the  ball  and  run  into  the  zone  where  they 
can  receive  the  ball,  the  player  with  the  ball  will  have  several 
opportunities  to  pass.    It  is  important  that  attackers  aim  to 
draw  their  opponent  out  of  position  and  so  can  use  the  space 
vacated  by  the  defender  so  giving  teammates  room  in  which  to  work. 

Vary  your  play  for  kick-offs,  throw  ins,  goal  kicks,  corner  kicks, 
and  indirect  and  direct  free  kicks. 

Vary  your  passing  game;    Short  passes,  triangle  passes,  wall 
passes,  through  passes,  and  switch  passes. 

Shoot  hard  at  sight  of  the  goal. 


Defense:        Be  first  to  the  ball. 

Tackle  for  the  ball. 

Defender,  keep  on  the  goal  side  of  your  man. 
Jump  to  the  high  ball. 
Control  the  ball  quickly. 
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The  aim  of  the  defense  is  to  consolidate. 

Cover:    Each  player  in  the  defense  should  aim  to  cover  his 
nearest  teammate.    For  example,  if  the  right  winger  beats  the 
left  back  on  the  outside  in  a  dangerous  position,  it  is  some- 
times useful  for  the  centre  half  to  run  across  to  cover  and 
take  the  winger  while  the  full  back  covers  the  centre  half. 

Retreating  defense:    As  soon  as  the  opponents  gain  possession 
of  the  ball  the  defense  immediately  retreats,  giving  time  to 
cover  and  assume  proper  positioning. 

Defensive  depth:    If  the  defense  line  up  in  a  straight  line 
across  the  pitch,  through  balls  will  split  the  defense  easily. 
Therefore,  the  defense  must  retain  depth. 

Funnel  defense:    Defenders  move  back  towards  their  own  goal  to 
the  penalty  area.    They  also  move  closer  together  so  making  a 
compact  block  not  easily  split. 

Use  zone  defenne  or  man-to-man  marking. 


LEAD-UP  GAMES  AND  ACTIVITIES 


Soccer  Tag 

The  players  are  scattered  about  a  limited  area.    "It"  has  a  soccer 
ball  which  he  kicks  at  the  players.    Anyone  touched  by  the  ball  becomes 
"it"  and  has  one  point  scored  against  him.    If  "it"  touches  the  ball 
with  his  hands  or  kicks  it  higher  than  the  chest,  he  has  a  point  scored 
against  him. 

When  a  player  has  three  points  scored  against  him,  he  must  drop  out  of 
the  game.    The  game  goes  on  until  there  is  just  one  person  left  in, 
excluding  the  person  who  is  "it". 

Soccer  Dodgeball 

Arrange  the  teams  as  in  dodgeball.    A  soccer  ball  is  given  to  the  out- 
side team.    The  outside  team  kicks,  deflects,  passes,  or  heads  the 
hall  in  attempting  to  hit  the  players  inside  the  circle.    The  ball 
may  not  be  touched  with  the  hands.    If  the  ball  stops  inside  the  circle, 
one  of  the  outside  players  may  recover  it  by  kicking  it  or  dribbling 
it  with  the  feet,  but  it  may  not  be  kicked  at  the  inside  team  until 
the  player  is  outside  the  circle.    When  a  player  is  hit,  he  is  eliminated. 
When  all  are  eliminated,  the  sides  change.    The  team  eliminating  the 
other  in  the  shortest  time  wins. 
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Dribble  Ta^ 

Any  number  may    play  on  a  field  fifty  feet  square.    The  players 
scatter  and  the  person  chosen  to  be  "it"  dribbles  and  attempts  to 
hit  one  of  the  players.    TAfhoever  is  hit  becomes  "it". 

Soccer  Ten-Kicks 

The  players  are  divided  into  two  teams  and  each  team  marked  in 
some  conspicuous  way.    The  teacher  throws  the  ball  on  the  ground 
and  each  team  attempts  to  get  possession  of  it.    The  object  is  to 
~    kick  the  ball  to  teammates  ten  consecutive  times.    When  a  player 
gets  it,  he  kicks  it  to  a  teammate,  and  his  teammate  calls  "one" 
and  kicks  it  to  another  who  calls    "two",  etc.    The  opposing  team 
attempts  to  break  up  the  run  of  ten  kicks  by  touching  the  ball  and 
then  making  a  run  of  ten  kicks.    All  use  of  the  hands  is  barred. 
The  team  making  ten  consecutive  kicks  first  wins. 


TESTING  (EVALUATION) 


Evaluation  can  be  accomplished  by  a  subjective  measure  of  ability  in 
a  game  situation.    Rating  could  be  based  on  overall  play,  expressed  in  a 
letter  grade  from  H  to  D  or  in  the  form  of  points  from  one  to  ten.  Example 


Name 


Room  No, 


Grade 


coccer 
Playing  Ability 


Soccer 
Playing  Ability 


Allen,  T 


204 


10 


2.    Buck,  J 


205 


10 


If  a  more  detailed  subjective  analysis  is  desired,  ratings  in  the  form 
of  letter  grades,  points,  or  percentiles  could  be  established  for  specific 
skills  as  they  play.  Example: 

/     /  / 


Name                 Room  No.  Grade 

s  /i  /a  /c  /a 

/t^  >  A" 

5  / 

/      Maximum  Points:  . 

1.    Allen,  T.      204  10 

6i  4 

7 

3 

7 

2.    Buck,  J.        205  10 

5i  6 

3 

8 

3. 

i 

•A   



i 
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Performance  may  be  sampled  more  objectively  with  specific  skill  tests 
which  are  isolated  from  the  game  situation.    Many  tests  can  be  devised  to 
sample  performance-     It  is  suggested  that  the  time  allotted  to  a  specific  skill 
test  be  kept  to  a  maximum  of  one  hundred  minutes  and  a  minimum  of  fifty 
minutes.    Two  examples  of  skill  tests  which  are  appropriate  to  soccer  are 
presented  below: 

Soccer  Dribble 

Equipment  includes  at  least  two  soccer  balls,  regulation  and  well- 
inflated;  four  posts  or  jiomping  standards,  set  20  feet  apart;  stop-watch. 

Establish  four  posts  in  line  and  20  feet  apart.    A  soccer  ball  is 
placed  on  a  starting  line,  20  feet  from  the  first  post.    On  the  signal 
"Gro",  the  contestant  dribbles  the  ball  with  his  feet  around  the  opposite 
side  of  each  successive  post  to  the  last  post,  dribbles  the  ball  around 
the  last  post,  and  dribbles  the  ball  back  to  the  first  post  in  the  same 
way,  that  is,  on  opposite  sides  of  each  successive  post.    On  passing 
post  No.  1  on  the  return  trip,    he  kicks  the  ball  across  the  starting 
line.    Feet  only  may  be  used  throughout  the  performance. 

Assign  assistants  to  see  that  the  contestant  dribbles  around  the  posts 
in  the  correct  manner. 

If  the  contestant  loses  control  of  the  ball  so  that  it  goes  in  the 
wrong  direction  or  far  afield,  he  must  regain  control  of  the  ball  and 
complete  his  dribble  in  the  proper  manner. 

Rules : 

1.  Time  shall  be  taken  from  the  word  "Go",  to  the  instant  the  ball 
crosses  the  starting  line.    Time  shall  be  recorded  in  seconds 
and  tenths  as  the  contestant's  achievement  record. 

2,  Three  trials  may  be  allowed  and  the  best  record  circled. 
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Soccer  Punt  for  Distance 

Three  pointed  sticks  for  markers  and  a  100-foot  tape  measure  are 
needed.    A  limed  mark,  three  feet  long  is  drawn  with  midpoint 
indicated.    A  field  lay-out  for  ease  in  administration  may  be  set 
up  as  follows: 

Using  the  midpoint  of  the  kicking 
line  as  the  center,  describe  an 
arc  with  a  50-foot  radius.  Locate 
two  points  on  the  arc  by  a  straight 
line,  50  feet  long.    From  the  mid- 
point of  the  kicking  line,  mark  two 
straight  lines,  each  150  feet  long 
so  that  they  pass  through  the  two 
points  on  the  arc.    These  two  lines 
will  enclose  a  60  degree  angle.  A 
second  arc, with  a  radius  of  100 
feet  from  the  midpoint  of  the 
kicking  line,  should  be  drawn  to 
intersect  the  straight  lines. 

The  soccer  ball  is  held  in  the  contestant's  hands.    The  contestant 
stands  behind  the  kicking  ling,  takes  several  steps  and  kicks  the 
ball  as  far  as  he  can.    Time  will  be  saved  by  using  three  soccer  balls. 

Students  should  be  assigned  to  see  that  the  contestant  does  not  step 
over  or  on  any  part  of  the  kicking  line  until  after  the  kicked  ball 
leaves  the  contestant's  hands. 

Three  students  should  be  assigned  to  place  markers  at  the  point  where 
the  ball  first  hits  the  ground  and  return  balls  to  the  kicking  line. 
Two  other  students  may  be  assigned  to  handle  the  tape  and  measure 
distances.    Have  zero  end  of  tape  in  the  field. 

Rules : 

1.  Distances  are  measured  from  the  markers  to  the  midpoint  of  the 
kicking  line  and  shall  be  recorded  to  the  nearest  foot.  Distances 
may  be  measured  from  markers  to  the  nearest  arc  and  these  added 
to  arc  distances  from  the  midpoint  of  the  kicking  line.    In  this 
case,  the  instructor  must  see  that  the  tape  is  held  in  such  a 
way  that  there  is  a  straight  line  from  the  marker  to  the  midpoint 
of  the  kicking  line. 

2.  Each  contestant  shall  complete  three  trials  before  another  con- 
testant is  assigned  to  the  kicking  line.  A  ball  kicked  outside 
the  landing  area  does  not  count,  and  another  trial  is  permitted. 
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3.        The  best  score  shall  be  circled  as  the  contestant's  achieve- 
ment record. 

Notes  The  preceding  test  can  also  be  used  for  evaluating  Soccer  Place- 
Kick  for  Distance  and  Soccer  Throw  In  for  Distance. 

Another  simpler  method,  using  the  same  plan,  would  be  to 
designate  areas  with  letter  grades,  beginning  with  D  and 
progressing  to  C,  B,  A,  and  H,    The  scorer  would  indicate 
through  a  letter  grade  the  area  into  which  the  kicks  landed. 


DEFINITION  AND  EXPLANATION  OF  TERMS 


Charging  or  Body  Checking    -    the  only  legal  form  permitted  in  Soccer 
is  the  shoulder  charge.    The  purpose  of  the  shoulder  charge  is 
to  knock  the  opposing  player  away  from  the  ball  and  thus  to 
secure  its  possession. 

Chip  Shot    -    the  kicking  foot  stabs  the  ground  in  kicking  to  get  as 
low  as  possible  under  the  ball.    It  is  useful  for  lofting  the 
ball  over  short  distances,  but  the  flight  of  the  ball  lacks 
speed  and  the  use  of  the  kick  is  limited. 

Corner  Kick    -    if  a  player  kicks  or  deflects  a  ball  over  his  own 
goal  line,  the  opposing  team  is  given  a  corner  kick. 

Cushion  Traps    -    the  ball  is  brought  under  control  by  cushioning  the 

ball  to  the  ground.  The  thigh,  chest,  and  knee  traps  are  cushion 
traps. 

Deflections    -    deflecting  a  ball  is  a  useful  method  of  passing  or 

scoring.    Deflections  can  be  made  with  any  part  of  the  body  in 
any  direction. 

Dribble    -    moving  the  ball  under  control  on  the  ground,  with  the 
feet. 

Free  Kicks    -  are  ruled  by  the  referee  as  a  result  of  infringements 
or  breaking  the  rules  such  as  pushing,  tripping,  handling  the 
ball.    On  Free  Kicks,  the  opposing  team  must  be  at  least  ten 
yards  from  the  ball. 

Gathering    -    a  method  of  bring  the  ball  under  control  without  trapping 
and  the  ball  need  not  come  to  rest. 

Half- Volley    -    the  half -volley  is  a  kick  timed  to  make  contact  with 
the  ball  immediately  after  it  has  rebounded  off  the  ground. 

Heading    -    use  of  the  head  to  gather,  clear,  pass,  or  score. 

J abbing    -    a  quick  Jab  at  the  ball  when  on  the  run.    It  adds  speed 
to  the  ball.    It  is  a  jab  with  the  foot  with  no  follow  through. 

Passing    -    controlling  the  ball  by  moving  it  between  teammates. 

Penalty  Kick    -    a  free  shot  on  the  goal  from  a  point  12  yards  away, 

is  awarded  to  a  team  whose  player  is  fouled  in  the  penalty  area. 
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14.  Shooting:    -    kicks  which  are  directed  at  the  goal  in  attempts  to  score 

a  goal. 

15.  Start  of  Play    -    the  ball  is  put  into  play  by  a  place  kick  taken  from 

the  center  of  the  field  at  the  start  of  the  game,  at  the  start 
of  the  second  half,  and  after  each  goal.    The  winner  of  the  toss 
has  the  choice  of  kick  off  or  goals. 

16.  Swinging    -    a  ball  can  be  made  to  swing  to  the  left  by  kicking  the 

ball  with  the  right  foot  from  an  angled  approach  from  the  left 
and  a  partial  swinging  of  the  kicking  leg  across  the  body.  This 
action  causes  the  ball  to  spin  and  swing  to  the  left  if  kicked 
with  the  right  foot,  similarly  it  swings  to  the  right  if  kicked 
with  the  left  foot.    Examples  of  the  use  of  this  are  an  "inswinger" 
or  "out swinger"  corner  kick. 

17.  Tackling    -    is  applied  to  any  legal  method  of  taking  the  ball  from 

an  opponent  with  the  feet,  without  fouling  him. 

18.  Throw  In    -    putting  the  ball  back  into  play  after  it  has  been  forced 

over  one  of  the  side  or  "touch"  lines. 

19.  Trapping    -    a  method  of  bringing  the  ball  under  control  in  x•^Jhich  the 

ball  is  stopped  in  a  trap.    Example:     sole  of  the  foot  and  ground. 

20.  Volley    -    the  volley  is  a  kick  which  is  performed  when  the  ball  is 

in  flight.    It  is  used  for  long  clearances  and  drives. 


21.      VJedge  Traps    -    the  ball  is  brought  under  control  by  wedging  it  into 
the  ground.    The  sole  of  the  foot  trap  is  a  wedge  trap. 
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